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ISSUE INTRODUCTION 


AFTER A SHORT BREAK, C-PIA! VOLUME 3 IS HERE! 


Let's take a quick look at the 
contents to get familiar with 
what this magazine offers. 


Every issue will begin with a short introduction 
alongside the contents and staff introductions. 


Then we have 6 main articles to share! 


In What are you Reading? one of our writers 


will talk a bit about a VN they've been reading. 


Then, we'll ask you folks at home to chime in 
with your latest route conquests. 


Taka here has a penchant for picking up skills. 


From engine breakdowns to PC98 art. 
Pick up a Skill Point from us! 


There's something special about every game. 


In Something Special About... we sit down to 
examine what makes a game so special. 


C-pia Spirits is taking a break this month. 
Instead, we're sharing a cool merch collection! 


What's Over There!? 


We glimpse into the history of neighbouring 
industries to see what they were like. 


Finally, a short stroll through memories of old. 


Read A Sepia Lens Look At the classics which 
impacted our lives the most. 


Expect fanart, promotions, 
reader submissions and more! 


Introducing 
the staff! 


This issue is brought to you by: 


U ha, 
Va 
Marep 5) 


Takafurn 
SaaS AIT 


Favourite VN: Tomoyo After ~It’s a Wonderful Life~ 
ravourlte character: Tomoko Fujinami (Canvas?) 


I'm out of my wheelhouse this time! 
We're focusing on the '80s and '90s today, 
and I'm far more familiar with the ‘00s, so... 
) the topics might be scattershot in style. 


Still, I found'some fun things to talk about! 
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Get in Touch! 


We're always looking for 
reader, submissions, 
whether, you;re’a writer, 
artist, or, justia fanjofiVNs: 


If,you|have’a favourite 
memory/about'a)VN, or, 
youve been)reading/a) novel 
that\inspires)you, let\us know! 


Single & Double page promos 
are\free to book, so if you 
have'something to advertise, 
get in touch! 


Alicesoft's Yoru ga Kuru! -Square of the Moon- 


is being remastered! 


With new high-quality voices and a handy option to save 


whenever you want, this remaster will be available 
on the 19th of April. 

—— 
Furthermore, an English localization 
has been announced! 
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See the Source! 


Linkg 156) everything we 
méntion can be found 
on our official website! 


Soy ALcot... 


We're starting with’some'sad news. 
ALcot tthe studio that debuted with 
Clover,Heart': S in 2003, is ceasing 
all game development starting 2025. 
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Chunsoft's iconic Otogirisou is now available in English! The patch file, as well ; 
as a translated manual and packaging, are free to download courtesy of Tom, cecres Se 
FlashPV and DDS over at translated.games. “mie sat 


‘or now, huh..? 


That's not all for oldschool adventure games. Portopia's spiritual successor, 
Ohotsk ni Kiyu, is being remade for the Nintendo Switch. 


It hasn't been long since the Wind's Seed translation patch released, and there's 
already another Compile game to talk about! 

Madou Monogatari 2 for the PC-98 can now be patched into English thanks to 
SnowyAria and Yuvi. Help Arle break out of a dungeon prison! 
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New English Translations Galore! a 
V4 fi 


Seiryaku Simulation - Inbou no Wakusei: Shancara, a presidential election simulator for the NES, 
has been translated into English by Longsun Zhao and Bunkai, with the help of many others. 
Fight for power over the alien planet Shancara, using any tactics at your disposal. 


Alicesoft fans rejoice! Even more of the company's old catalogue is becoming available, and this 
time it's Toushin Toshi for PC-98 systems. RottenBlock, Alpharobo and BabaJeanmel have worked ~ 
to port the 2013 translation of Toushin Toshi's Windows version over to the PC-98 release. ot 


BabaJeanmel also released a translation patch for Night Slave, another PC-98 title, this time with Rn, “ 
help from Valley Bell and Kirinn B. Part side-scrolling action game, part adventure game, 100% 
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Article Writer: 
Takafumi Sakagami 


Welcome to this pre-y2k focused issue of C-pia! 


Where else would we start than with the famed PCOS? 


Don't be fooled by the name of the game we're 
playing today, 

Sotsugyou Shashin is not part of the popular 
Sotsugyou franchise, instead, it's one of two 
games by Cocktail Soft that didn't release when 
they were supposed to, 

What we got, rather than a conventional release, 
was 1992's dual-pack named Sotsugyou ShashinfWiki , 


You could get them seperately at a TAKERU machine, 
but otherwise, you had to buy them together , 

So why did they decide to release them this way? 
Some of you may already be joining the dots, but 
let's begin with a much needed history lesson, 


The studio Cocktail Soft was created in 1989 by 
the combined effort of 2 closely-linked companies? 
Kirara, plus its parent company, JAST, 

Cocktail Soft quickly began pumping out games, 
starting with the iconic Can Can Bunny, and 
several others per year , 


Things were going well for the industry, 
Then... stay tuned for more, 


This piddly little game, Sotsugyou Shashin, 15 4 
story all about resolving a love triangle on the 
day before a graduation ceremony, 

We already covered Crescendo not too long ago, 
and that was basically the same idea, so now we 
can get an early look at the very same concept , 
It's a sentimental farewell toa childhood, 


Observe 


distantly 


Or chat 
directly 


You play as a renameable protagonist, a guy who 
was dating a classmate named Kamura Hiromi until 
recently. 

It was an awkward, unwanted breakup, and since 
he still likes her, he wants to say a proper 
goodbye , 


Problem is, he's already got a new girlfriend, 
Yup, he fell for the "pushy rebound girl" thing, 


The game plays out in classic adv style, Hop from 
room to room and in each one you'll get a bunch 
of optionst speak, look, think, etc... 


Select one and you can choose a topic of interest 
to focus on, As you chat, you'll learn new bits 
of information that allows you to progress , 
Unlock new rooms, learn new conmections, and pick 
Up on new details, 


The ‘think’ option tends to point you in a good 
direction before you act, but it's a bit of an 
annoyance at times, Learning new information won't 
immediately unlock the next part of the game, 
instead, you'll have to think about what you've 
just learned in a different area of the school 
than where you currently are, 


4s a complete opposite criticism, the more you 
progress, the simpler it gets, Before long, you'll 
be alternating between "think" and "speak" wathout 


much variation, You can pretty much brute-force 
your way to victory, 


The puzzle you're looking toa solve, other than the 
protag's ex's whereabouts, 1s how these last school- 
life emotions can be resolved, To put it as 
pretentiously as possible, feelings are the puzzle, 


Talking to different women around the school, our 
hero is quick to judge their appearance , 
Conversely, they're quick to judge himt he's 

dating a girl while holding feelings for his ex, 
But they're happy to help him redeem himself , 

All the while, you witness the different romances 
blossoming and flourishing on school grounds, 

as well as the conflicts that arise from graduation 
plans and partings. 


The characters you're speaking to animate during 
conversation, They blink, their lips move, It's 
small, but considering the limited audio of the 
PC98, the little extras add a lot to immersion, 
One scene comes to mind involving Yunako, the 
previously mentioned "pushy rebound girl", 

The reflections in her eyes shimmer as she holds 
back tears, and her blink has a slight flutter to 
it, drawing your attention, It's very cube, 


The prose here, while simple and formed of 

short sentences, 1s very poetic in a way that 
fits the mind of a graduating teenager dealing 
with romance issues, Plain and simple can be 
beautiful, and this game nails it, 

The character writing is strong too, If feelings 
are a puzzle, here they're an intuitive one, 


4nd finally, some praise for the credits song, 
which implements the d-note melody of a school 
bell in some fun ways, 


There's also a rerelease that expands the scope 
of the script and adds in voices and H-scenes, 
Yes, this is a PC98 game that isn't pornographic! 
To understand why, let's go back to that history 
lesson, shall we? 


The year is 1991, 
October has come and gone without incident, but the 


public opinion of otaku media is at an all time low, 


Ignoring the stigma recently given to otaku media, 
the industry marched blindly on, and now, a dev- 
team belonging to Kirara (Fairytale, remember that) 
has just released a new game named Saori, 

What's it about, you ask? 


It's all about uncensored immoral sexual encounters , 


EEA A 
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The launch goes well enough, but one cheeky 
rapscallion, a young boy, decides that he wants ta 
play this game, 

So... he steals 4 copy, 

What begins as a4 simple investigation into 4 small 
theft case, soon evolves into something quite 
differentt a moral panic, 
What the boy did was bad, 
much worse , 

Now all of a sudden, Saori is the target, and for 
a short while, only the police would be privvy as 
to why, Developers would be none the wiser , 


but what he stole was 


On the 25th of November, the police raid several 
companies, Of those raided, the only known 
entities are Kirara and JAST, the companies 
responsible for Saori, 

The heads of both companies are arrested for 
possessing, with intent to sell, erotic imagery, 


4 year later, in 1992, the EOCS is established to 
rate PC games... but for a year, from November 
'O1 until November '92, there was nothing, The PC 
game industry was without standards to follow, 
and unsure of what was okay to put in their games, 
AS You can imagine, many began stepping carefully, 


Development on games slows down, Some decide to 
remove explicit content from their games entirely, 
just to be safe, 

Kirara split from JAST, rename to IDES, begin 
experimenting with styles and formats, and take 
Cocktail Soft with them, 


After some delays, two games, Sotsugyou Shashin 
and Wiki, release as an all-ages dual pack for 
the PCS . 

They remain as a strange relic of a short period 
of time where the only way to be safe was to 
release a quaint pure-love title with enough 
fanservice ta sell, but not so much as to offend, 


In less than two years, Saori was recalled and 
re-released with mosaic censorship, Sotsugyou 
ShashinfMiki got an 18+ release, and things went 
back to normal, IDES later renamed yet again, 
this time to FaC (Fairytale ® Cocktail Soft), and 
that brings us to today! 

Even now, they're making new Can Can Bunny games , 


For all that has changed in the world, in some 
ways, little has changed, 
But mosaic censorship has remained ever since, 


Sasurai Yamasaki|Hako 


Dark, jazzy, melancholic, and like all of 

Yamasaki's music, incredibly beautiful. 

Ifyou can track down any recordings of her 

All Night Nippon segments, I recommend them highly. 


Rojiurajno|Shonen Hamada, Shogo) 


What would the '80s be without some folk rock music? | 


A very personal song about Hamada's youth} reflective, 
nostalgic, and a little bit sad‘ With a lost first love’ a’school at 


conflict, and some factory, work; you can feel the era clearly. 


KANOPUSUNOHAKO After Dinner 


A theatrical track from an avant-garde album: 
My favourite album; in fact: Paradise of Replica! 
Operatic vocals, eclectic instruments, distortions, drones, 


and an absolute belter, of a’chorus\Yup; it's artsy as hell! 


Hitori de Ximas. ‘Imai! Miki) 


Maybe it's a bit out of season for a Christmas song, but save 


this one for,when you're in that festive mood. It's so relaxing)" 


that, unlike most Christmas songs; it'll never grow obnoxious 


or annoying! Trust me... I've been listening to it for, years. = 


VoOlOuaaRr a | 


Cal 


Caitlin'Myers),two City Poppin’, 

albums include‘some'great English 

covers of 70s and 80s classics, 
such'as: 


Plastic Love Takeuchi|Mariya 
jf elephone'Number) Ohashi Junko 
Mayonaka'no Door, Matsubara) Miki 


And my personal favourite.. 
Do)You|Remember, Love?) -Iijima|Mari 
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Here’s a quick one! 1997’s Ojou-sama o Nerae!!, 
ported to the Sega Saturn in '98. 

The big selling point for this game back in the day 
was that it was fully voiced, sans protagonist. 
This includes a bunch of male side characters, so 
we're beating out L no Kisetsu on that front. 
That's impressive, absolutely, but this game has 

a much shorter script, and that’s not all... 


The performances are amateur. Big emotional 
moments won't feel genuine, and you might actually 
prefer the game with voices turned off. 

That's not a nice thing to say about such an early 
full-voice title, but personally... I still think the 
amateur vibe has its charm. 


If you can get through certain '80s anime, you 
should be fine with the cast here. If you have any 
sense of taste, you might wanna turn the voices off. 
The music’s not great either, so maybe put on a 
playlist of your favourite music instead. 

But hey, at least the art looks great! 


The game’s structure is quite strange. It involves The main justification for this is that Kenji is also 
these six ladies pictured above. picking up skills, like a protagonist in a dating sim. 
You're in pursuit of the protagonist’s true love, the He learns to paint from the art teacher, or gets 
titular ojousama, the entire time, but along the way, swimming with the swimming club’s captain, etc... 
you'll stumble into this game’s equivalent of heroine 
routes. I'll call them subroutes for simplicity. It’s almost a cool idea, I want to say. Imagine a 
There are three outcomes at this point: dating sim with routes that rely on stat-raising to 
progress, but you can only gain the required stats 
1) You refuse a girl’s advances and get a bad end. _ by hanging out with the other heroines often. 


The story begins with the protagonist, named That probably already existed by 1996, but if not 
Yamamura Kenji, writing a love letter. 2) You accept a girl’s advances and get a short then Ojou-sama o Nerae!! might've had something 
Introducing Saitoin Mitsuki. Famed for her artistry, alternate ending. unique to potentially tap into. 

won a bunch of awards, daughter of a rich family, F 

lives in a big fancy mansion. Yes, you guessed it... 3) You accept a girl's advances begrudgingly, and 

she talks like an ojousama. then continue on to chase the ojousama 

If you thought my journey to find rich ladies was again once the subroute is complete. 


over after a single month: think again! 


Summer vacation is almost here, and Mitsuki is 
aiming for a university far beyond Kenji’s talents. 
But really, Kenji’s pretty perfect himself. He 

picks up skills quickly, he used to be the ace of 
the soccer team, and everyone seems to love him. 
Therein lies the problem. Kenji picks up skills fast 
because the pace of the story is breakneck, and 
everyone seems to love him, which results in... 


You get 8 save slots, and can only save at the end 

of each day. There is no skip, no way to speed 

| through the game, and due to engine limitations, 
a * y there’s a notable pause when a character changes 

expression or a new background/CG is displayed. 

I'm playing the Sega Saturn version of the game, Replaying the game to get all the endings (or even 

which is the most censored version, but the game’s just the main ending without a guide) can take quite 

focus is still very apparent. It’s a H-scene collector. 4 |ot of time. 


You rush through a girl’s story, get the H-scene, It’s here where you'll be thankful that the script is 
and continue on to the next one. so short, but it’s also where you, like I, might be 
Any attempt to divert from that gets you an convinced to simply give up. Play something else. 


immediate game over. 


The “desu wa” was cute, but it’s just not enough. 


kill Points 


It’s always good to pick up a skill point, and what better way to do so than messing with Visual Novels? 


Today's skill point is: PC-98 style artwork. 


I remember back in the day, when I was younger, I'd 
always stare at that iconic PC-98 era artwork and 
think... there must be a trick, right? 

Specialized tools, unique software, or something that 
was unique to the platform that just isn’t available for 
PGs. 

A lot of excuses came to mind as a way to justify 
what I was seeing. Because, deep down, the real 
thought I had was... there’s no way someone did this 
all by hand. 

And if they did... why don’t they anymore? 


Many years later, in the mid '10s, I had a minor wrist 
injury. I decided, unable to draw with a pen, to pick 
up Pixel Art. 

But rather than start at any normal place, I chose to 
sit down and actually work though my own excuses 
for why I couldn't dot like people in the '90s could. 


So I found as much art software as I could that was 
ported from PC-98 to Windows, and... it was all very 
clunky and barebones, but also way past the PC-98 
era technologically. 

They weren't designed for pure pixel art anymore. Of 
course they weren't! They were Windows software! 


So I turned to emulation. That resulted in an even 
clunkier experience, but the programs I found were 
exactly what would suit PC-98 workflow. They made 
a lot of sense, but also... there was no reason to use 
them anymore; modern software does all this! 

I quickly realized that the artstyle wasn’t born from 
specialized tools; it was born from specialized skills. 


g' 
< 


f. 


My wrist then got better, so I went back to normal 


drawing, and then my wrist got a lot worse, I 
couldn't hold a pen anymore, and so | started 
making pixel art. The more pixel art I made, the 
more I started to understand... 

Making all that PC-98 era artwork by hand is 


pretty basic. It’s probably less work than what my 


digital art took, plus I don’t have to plug in a 
tablet or worry about what brushes I'm using. 


I just place a dot, and then another, then another. 


Once you get it in your head, it’s incredibly simple, 


so to reveal that simplicity, I'm going to walk you 
through my process. 

And as all good art tutorials do, I'll begin with the 
tried and true classic... 

Step 1: Draw the rest of the owl. 


A first attempt 


My first Try 


back in 2021, 


<-- 
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I'm being facetious, naturally. The first step is 
to make a reference. What this actually means 
will change from person to person. 


If you have no experience with pixel art, but 
you draw a lot, you'll want to make a detailed 
and colored drawing to reference. 

On the other hand, if you only have experience 
with pixel art, you might be best off with a 
loose sketch of vague shapes to then polish 
up during the pixel art process. 


Those are the two extremes, but there are lots 
of options. There’s a game project I work on 
that is completely pixel art, and some of the 
artists are uncomfortable sketching or have no 
drawing tablet to use, but it doesn’t hold them 
back. 


Some block out their ideas with shapes and 
then “sculpt” them into the pixel art they're 
after, while others pose a 3D model with 
something like DesignDoll or Clipstudio Paint. 
Some even make their sketches with pixels, 
and some crazy people start from scratch. 


But you will need some degree of skill with 
either drawing or pixel art. Personally I’m a 
believer that anyone who draws already knows 
how to make good pixel art, they just haven't 
done it yet, so if you’re planning to learn one 
skill, learn to draw, don’t learn pixel art. 


I'm starting with a sketch, because that’s my 
preferred method. You'll learn your own 
preferences through trial and error. 

It’s a pretty loose sketch, not the roughest, 
but far from the cleanest, and it has no color 
or shading. That’s because I feel more 
comfortable with pixel art than I do digital art. 


I've then added this sketch into a program 
named Aseprite. This is my go-to software for 
pixel art, but if you don't have it, don't worry; 
any art program with layers and the ability to 
place pixels will do. 

Honestly, Aseprite is both glitchy and has a 
terrible UI, so don’t go buying it for this. It’s 
mainly for animating sprites. 


is always a bit rough! 
PC-98 thing was 
and boy is it messy! 


at the 


I've made a 640x600 pixel sized canvas to match 
the traditional resolution of PC98 games: 640x400. 
There are 200 pixels of spillage in height, meaning 
this image could pan up and/or down in-game. 


It's always best to draw slightly more than you need; 


it allows you to adjust the focus point by moving 


or rotating the base sketch, and you can repurpose 


the full-sized artwork for other things. 


Then we start placing dots. Don’t worry about being 


too clean, we can fix up our lines later. 

As the lineart gets plugged in, we also place down 
the base colors. 

Then we make sure to lock our file to a color limit, 
because any more than 16 colors pushes us out of 
the PC-98 style. I've decided to focus mainly on 
adding blues and greys, opting to repurpose some 


of the hair color tones for skin color tones. Eee 
A general rule of thumb is to have a base 


color, a highlight color, and a shadow color for the 
most crucial areas. This tri-color shading style is a 
hallmark of the 90: 


I prefer a largely cel-shaded approach to shading, 
but that’s one of two popular shading methods. 
What makes PC-98 artwork so iconic is dithering. 
These are patterns of pixels that, when blurred 
together, form a new color. This allows you to 
bypass the color limits of the technology you're 


working with. E4 --3 
f 


Most readers will have likely gazed at dither 
patterns in the past, but in case you haven't, I 
really recommend you look at PC-88 games to 
get an idea of how effective the method is. 

Back in the debut volume of C-pia! Magazine I 
featured a PC-88 game named Ys. The 
screenshots included in that article might have 
fooled some, but that game uses just 8 colors to 
display the whole image; sprites, UI and all. 


Thankfully we, 
unlike these 
PC-88 games, E 
get 16 colors! 


So we don't 

have to work anywhere 
near as much magic to pull 
off this “invent new colors” 
magic trick. 

Put two different colors : Ris 
beside one another, and 
they blend into a different shade. Depending on 
the colors you choose and the pattern you go 
with, the results will be different. 


I'd suggest pulling up some reference art, just 
to get familiar with the common dither patterns, 
but you can improvise if you prefer. 

For large areas of the image, you'll be able to 
mostly automate dithering by making custom 
brushes out of these patterns, but you'll need 
to know how it works when you get into the 
intricate small areas of the image. 


The palette 
you're working 
with is unique, so 
it’s up to you to 
make these colors 
all work together. 


Here we can see that | initially 
made a grid of two light orange 
5 shades for the lighter tone of 

this strand of hair. 
It made sense to me, initially, 
but I quickly realized that the 
two colors weren't different 
enough. 

Unfortunately, the darker colors I have available 

to me don't blend nicely with the light orange, so 

I decided to change my idea completely. 


Instead of inventing lighter 
tones, I'd instead invent darker 
ones. The red from the eyes 
blends well with the brown 
used for outlining the hair, 
giving us a nicer shade. 


A sneaky trick for finding nice TRS Shi 
color pairings is—assuming e .) 

your software of choice has = 

the ability to make a preview window of your art 
at its original size—slapping a CRT shader (or a 
general blur effect) over the preview. 


With the basics out of the way, now 
begins the long, arduous process of 
coloring and correcting everything. 

I like to note where my light source is 
coming from, block my colors out in a 
cel-shaded manner, and then dither it 
when I'm comfortable with the shape 
of the shadows I've defined. 


i i y ’ Z 
I sadly had to rush it in the end, since I have the 
rest of the magazine to make, but there we go! 
An overview of the techniques used to surpass 
the technical limitations of PC-98 systems, and 
the unique style that those limitations brought. 


2e2 


_ recently-aired show. 


In the previous issue of C-pia! Magazine, I briefly 
mentioned how I was an unteachable brat as a child. 
I was that, and I was also a Kanon fan. 


“education” part destroyed me. 
One day, while browsing one of the popular anime 
piracy sites of the age, I saw an image from a 

It was all so simple, so repetitive, so pointless. 
In a barely-lit hallway, a girl with long, dark hair 
brandished a sword that glimmered in the moonlight. 
It was Kawasumi Mai, one of the heroines of Kyoto 
Animation’s 2006 Kanon adaptation. 

I watched the show, liked it enough, and a couple 
years later, I read the original Visual Novel. Mai’s 
route was, of course, my favourite. 


purpose of the whole thing: proving yourself. 
The goal of modern education is not to be 
learned, but to prove your value to others. 


There are a lot of reasons why. The structure of it 
is really interesting, the protagonist is utilized in a 
(for the time) unique fashion, the music is... | mean, 
I could pick apart the technical details any day of 
the week. 

But one reason was far simpler: I liked Mai. 


g 
thatr)Won't they try to kick you out 
againg” 


I never felt that others were worth that kind of 
effort. I knew what I wanted, knew who I liked, 
and disregarded all else. 

I didn’t care about proving myself; I just wanted 
to do what I liked most. 


She hated herself and liked others, whereas I 
hated others and loved myself. That’s a pretty 
big difference... makes it hard to relate... 

I never really related to anyone, actually. I'm 
myself, as Mai is Mai. 

We don't need to be like anyone else. 


Mai’s a curious character. She’s very blunt, straight— 
forward, and honest. She knows what she wants, 
knows who she likes, and disregards all else. 

She doesn’t care about proving herself; she just 
wants to be with those she likes most. But when I was fed up of being shouted at by 
teachers, I'd step out of the classroom, find 

I like to describe her as anti-melodrama made somewhere to hang out, breathe in some fresh 
manifest. She cuts through the nonsense like a blade. air, and listen to Mai’s theme: Shoujo no Ori. 

A prevalent trope in romance at the time was the Doing that, I'd remember... 

character who refused to say what matters and These people in this school don't matter. 
caused needless melodrama to drag out the plot, so We'll never see eye-to-eye, and it’s not worth 
someone like Mai was refreshing to me. taking offense. 

Plus, I was that kind of person too. Straight-forward, You are you, as I am I. 

for better or worse. We don’t need to be like anyone else. 


fine, I got along with basically everyone, but the 


I was an A-grade student who never got grades. 


Worse than the daily monotony was the ultimate 


It’s not that I related to Mai, quite the opposite. 


I bring this up purely because of how important 
the concept of relating with other people is to 
the Mai route. 


What's special about Kanon isn’t what I've 

talked about so far. A character having a specific 
personality is hardly impressive. 

Mai being a truant who doesn’t defend herself 
from slander because she doesn’t care about 
those slandering her is entertaining, but it’s not 
what I want to highlight. 
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What makes this route special, I think, is how it 
uses the protagonist, Yuuichi, as a character. 
Unlike a lot of character routes at the time, I 
don't think Mai’s route is really about Mai. 

It focuses on her, definitely, and you learn a lot 
about her... but more than that, it’s about the 
protagonist. 

I guess, in simple terms, it’s about Mai’s influence 
on Yuuichi. It’s about who Yuuichi is. 


Now let’s explain what I mean in not-so-simple 
terms. 
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Early Key works, or rather, early Maeda works, 
tend to have this slight psychological element of 
being in the narrator's head. 

The world presented to you, and the events that 
take place within it, are notably tinted by the 
main character of the game. 


In titles like Air and Clannad, this may just be a 

bit of cynicism and depression, rarely taking over 

an entire route, but it defines the atmosphere of 
the game. 

In Kanon, however, the protagonist is a liar. He’s 

__ a good one too. He’s so good, he doesn’t even 

know he’s lying. 


In many of the routes, and in his backstory, 
Yuuichi refuses to see reality for what it is. 
That’s the kind of person he is. With suppressed 
memories aplenty, he’s trying to become someone 
else, whatever the world wants him to be. 


_ Early into the route, a friendship trio is formed 
between Yuuichi, Mai, and Mai’s friend Sayuri. 
The two girls make for a strange duo that don't 
seem to have much in common. They're two 
people who have formed a quiet bond of trust, 
whereas Yuuichi is a relative outsider who barely 
knows anything about them. 


So, in response to his questioning of their history, 
Sayuri claims that the reason she and Mai are 
friends, despite their differences, is that they're 
actually quite similar deep—down. 


Yuuichi doesn’t understand what Sayuri means, 
nor does he understand who Sayuri is. 
He’s ignorant to the truth. 
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Sayuri believes that Yuuichi is also a lot like them. 


It’s in his ignorance that Yuuichi comes to believe 
that Mai needs to fit in at school. Her reputation 
sucks, she doesn’t behave like a normal high- 
school girl, and that needs to be fixed. 


The story plays out in a cyclical loop of Yuuichi 
misunderstanding Mai and Sayuri’s silent trust, and 
mounting a plan to “fix” things, only to inevitably 
make things worse. His distrust of these two new 
friends, and his inability to understand them, 
single-handedly escalates the route from small 
conflict to larger, to largest. 

Even still, Mai and Sayuri trust Yuuichi, because 
he's just like them. 


To me, that’s a really interesting way of framing 
character development. We have a protagonist 
who doesn't understand two honest and 
accepting characters. Two characters who claim 
to see themselves in him, two characters who 
he should be able to relate to. 


Why is that interesting? Because now, these 
two characters are a mirror of the protagonist. 
Or... they should be. We should be able to learn 
about Yuuichi by watching Mai and Sayuri. 

But if Yuuichi can’t even begin to understand 
two people who are just like him... then who is 
he, really? What do Mai and Sayuri see in him, 
that he himself doesn’t? 


An observant reader will begin to doubt the 


protagonist's narration, while the carefree 
majority take Yuuichi’s strangeness in stride. 


~ ~ 


As the story continues, we can discover that 
these characters, both Mai and Sayuri, really hate 
themselves. They’re also very protective of 
people like them, because... they understand what 
those other people are going through. 


They project themselves onto each other, but 
without any of the self-hatred. 

Mai will always blame Mai, and Sayuri will always 
blame Sayuri. That's the strength of their 
friendship. By protecting one another, and by 
trusting one another, they unintentionally learn to 
protect and trust themselves. 


It's fitting that the stakes of the route only begin 
to de-escalate once Yuuichi begins to accept Mai 
for who she truly is. When it comes time to 
protect Mai and Sayuri, Yuuichi drops the silly 
plans of making Mai become “normal”. 


When pushed to the brink, Yuuichi doesn’t want 
the thing he’s been working towards for the entire 
route; he just wants to be with his friends. 

His desires suddenly begin to overlap with those 
of his two new friends. 


When Yuuichi, without thought, accepts Mai and 
Sayuri as they are... he also accepts his true self, 
because the trio are all similar to one another. 
Mai and Sayuri are friends because they project 
themselves onto each other. 

Yuuichi’s attempts to make them “normal” was 
also a projection. Yuuichi, who refused to accept 
himself, couldn't accept two people who should've 
been relatable. 


He’s no longer trying to become someone else, 


whatever the world wants him to be. 
Now he just wants to live. 
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This big ol’ box of goods is part of a 
collection of Key-related games, manga, 


anime and merchandise, owned and handily 
archived by Ryan64 on archive.org. 


This initiative to preserve old media spans 
from the VisualArts/Key originals to the 
doujin material created by fans in the 
years since. 


Now even though it’s not exclusively a 
Kanon collection... all this Kanon stuff is 
obviously the highlight, right? 
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There are some crucial missing pieces to 
the official releases section of the archive. 
Certain mobile ports, Android, iOS, and 

the even earlier Softbank ports, are 
missing (at the time of this issue’s release.) 


So, if you happen to have an install of a 
mobile Kanon or AIR port sitting on an old 
mobile device, help us back it up! 


@ryan64 


on Archive.org 
Or join the Discord! 


Server Permalink hittps://discord.ge/dEEbycx 


YOU'VE BEEN INVITED TO JOIN A SERVER 


Kanon Fans Unite @ 
ra ot © 401 Members 
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Look at all these anime 
DVDs! Well, and the Blu- 
ray box, but who here has 
actually used a Blu-ray 
disc before? Not me, that’s 
for sure! 


I should probably submit 
the copy of Kanon 2002 
that I showed off in an 
earlier C—-pia! volume’s 
Merch segment, but uh... 
I'll have to buy a disc drive. 


Oh, also, I’m not sure if this 
is an unpopular take or not, 
but Kanon '02's box designs 
are so much better than 
KyoAni’s 2006 ones. 


On the left, we have a set of official audio discs. Soundtracks and audio dramas from/based on the VN, the '02 adaptation, 
and the '06 adaptation. 

Then, on the right, we have an assortment of doujin games. What would a Key collection be without some random Leaf and 
Type-Moon things in it? 


I genuinely think the Magical Sayurin games are worth a play. They're not uploaded yet, but I recommend trying them at some 
point. Also go find Ayu Ayu Panic, that’s a fun little puzzle platformer. It even has a GBA port! Ayu Ayu Panic Advance. 
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blood type: UNKNOWN 
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note: BEAUTIFUL BROWN EYES 
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A Foreign Lady 


White Flowers 
"Will you... 
love me for eternity?" 
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A Sepia Lens Look ati 


Kara no Shouj 


I remember, clear as day, the moment I first booted 
up Kara no Shoujo. Ears met by beautiful music, 
eyes met by a beautiful girl, I told myself... 


“DON'T GET ATTACHED." 


There was a time when “adventure game” meant, 
to me, a mystery plot. You played a detective, or a 
policeman, or an unfortunate kid caught up in a 
conspiracy, and you worked hard to solve it. 

More importantly, you worked to survive it. 


I wanted to cover some of those games for this 
issue, and I'm sure I one day will talk about them, 
but to be quite honest... all of those games have 
lost their lustre to me 

They all have, and they all will, because... 

Kara no Shoujo exists. 


When faced with Danganronpa for the PSP in 2013, 
I played it with only one thought: 

“I should just play Kara no Shoujo.” 

When Gyakuten Saiban came to the 3DS in 2014, I 
briefly considered purchasing it before realizing... 

It wouldn’t be Kara no Shoujo. 

And when the sequel to Kara no Shoujo released in 
2015, I knew I'd probably never play it, because... 
It’s not Kara no Shoujo. 

This single game was so marvelous to me, it 


stripped me of my ability to marvel at anything else. 
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We're in the '50s, Japan, post-occupation. The 
gritty atmosphere is palpable. It’s a grim, hopeful, 
depressing age and private detective Tokisaka Reiji 
lives a grim, hopeful, depressing life. 

His job is to investigate the worst kinds of murders, 
and his love was the victim of such a crime. 


When victims reminiscent of an unsolved case 
plaguing Reiji’s past begin cropping up near an all- 
girls school, he begins his investigation by acting as 
a teacher and infiltrating the school. 

It is, in essence, a story of an adult figure saddled 
with protecting a group of innocent youths from 

an unknown killer, without the aid of the modern 
technology we take for granted. 


Article Writer: 
Takafumi Sakagami 


I knew what this setup would involve, and I 
braced myself for the worst. 

Saving everyone would be a miracle. 

You can’t develop an emotional connection. 
It'll hurt you in the end. 


I'm sure the developers knew some players 
would go in with that mindset, and I'm sure they 
were confident it wouldn't matter. 

Live in this world for long enough, you'll grow to 
like at least one or two people in it. 

It's just a matter of time... 


With the responsibility of saving so many lives, 
threatened by a killer who always seems one 
step ahead, it becomes a frantic affair. 


Play without a guide, you'll inevitably reach one 
of the many bad endings. 

Then, in a panic, desperate to save those you 
had lost, you'll turn back time, make different 
decisions, and try your hardest to keep up with 
the crazed criminal working from the shadows. 


The fun is largely in the puzzle solving of doing 
detective work, but the thrill is in the fear. 

Not a fear for your own safety, but a fear for 
the people you care about. 
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As you run through the game in desperation, 

you'll begin to pick up on a neat engine quirk. 

If you progress the text, the latest voiced line will 
continue uninterrupted unless replaced by another. 


As a result, the final voice clip of every scene will 
play in full during the transition to the next scene. 
Skipping through previously read text in pursuit of 
a happy ending, you'll hear only the music and 
these final little lines of dialogue. 


One such scene, a rare introspective look into 
the main heroine’s thoughts, ends with a heart- 
breaking bit of dialogue. 

“T’ m lonely, sensei.” 


Hearing it once is enough to tug at your heart. 
Hearing it again and again, between every failed 
attempt you make to thwart the killer, knowing 
that with one misstep, this lonely girl will become 
the next victim... It hurts. 

Even now, over a decade later, I can hear her 
voice exactly as it was: the cadence, the cracks. 


I remember, clear as day, the moment I fell in love 
with Kara no Shoujo. Ears met by beautiful music, 
eyes met by a beautiful girl, | asked myself... 


“Why did you get attached?” 


One day, I found myself dropped into the world of 
Ragnarok Online. It’s an MMO with a tumultuous 
history of code leaks, and I (as many people did) 
played the game not via its official servers, but via 
a fan-run server. 

It was an oldschool MMO in every sense. Quests 
were light, bordering on nonexistent. Level grinding 
took an insanely long amount of time, and rare item 
drops were truly rare. 

The world of Ragnarok was not one to blitz through; 
it was one to make a life in, and that life began with 
an odd choice: I would strive to become a Priest 
who fights like a Swordsman. 


As a holy man, my journey begins at a church in 
the city of Prontera. An instructor within informs 
me of my mission: I am to meet Father Rubalkabara. 
I don't know who that is. I don’t know where they 
are. All I know is that I'm here to fight. 

So off I go to the nearest city. A southern land 
where sand supplants grass. The oasis city Morroc! 


The desert immediately north of the capital is 
quite strange. There are few monsters, but there 
are a lot of “Pecopeco Eggs” that are tough to 
break and drop nothing worthwhile. I'm not even 
sure what a Pecopeco is! 

Other than that, there’s not much else here, but 
I do find a lady of faith, Mother Marthilda, who... 
isn’t the instructor I'm looking for. 


Deciding the desert isn’t a lucrative enough 
place for me, I instead return to Prontera and 
begin exploring the nearby forest, intending to 
reach a small monastery on the other side. 


The area is swarming with powerful creatures, 


so powerful in fact, they kill me in a single attack. 


I make several attempts, but never reach the 
monastery... 

It’s a stark difference from the desert. At least 
the eggs, as tough as they were to shatter, were 
effectively free exp to me. It'd be a slow option, 
I'm sure, but I could easily spend my days there. 


Returning to Morroc, I begin my plan, cracking 
egg after egg. In doing so, I begin to realize that 
these eggs drop one useful thing at least. 
Sometimes, they drop a metal that, while not 
very valuable, can be used to upgrade my Mace. 


With the creatures acting as an exp source, and 
the metal acting as gear improvement, I slowly 
powered up enough to tackle the forest! 

..by which I mean, I'm now strong enough to not 
be one-shot. There’s.no way in hell I'd ever kill 
anything, but I can live long enough to sneak my 
way to victory. 


I sneak through the sprawling forest and finally 
reach the outskirts of St. Capitolina Abbey. I 
meet Father Rubalkabara, become an Acolyte, 
and begin my training under priestess Asthe. 
Here, I gain an ability that Acolytes are highly 
valued for: the ability to set a waypoint that I 
(and friends) can warp to for free. 

Its potential is wasted on me. I use it to return 
me to Asthe’s pretty gardens so that I may 
log out somewhere nice. 


At the end of the day, I spend my hard-earned 
cash on a new weapon and warp back home to 
show Asthe. But on the way, I overhear a 
hushed conversation between two strangers. 
Something to do with... The Curse of Gaebolg. 


The next day, Asthe sends me on a quest east 
of the desert, to a verdant land overcome by a 
rise of undead monsters. Deep within the city of 
Payon lay the inventively named Payon Cave. 
Within, the dead await. 


The Skeletons and Zombies within are simple 
enough for my fancy new weapon to strike down, 
and as a healer, I can keep myself topped up on 
health. Beating the undead to their death, then 
healing myself inbetween encounters becomes a 
reliable way to progress through the dungeon. 


It’s here that I meet another Acolyte saddled with 
helping clear out these creatures, and at the 
same time, realize how not-an-Acolyte I truly am. 
They are far more normal than I. They encounter 
a zombie, cast heal on it to defeat it, then rest up 
while their mana restores. It looks logical, but the 
process is painfully slow, even to watch. 


With their greater focus on healing, and my 
greater focus on dealing damage, we pair up to 
explore the cave. Along the way, I discover 
something very interesting. In my inventory sit 
two items: a Skeleton Card and a Zombie Card. 
These items are incredibly rare drops from mobs. 
It’s a .01% chance to get one, and they're used to 
give your gear special effects. 


The Zombie Card boosts healing, perfect for a 
normal Acolyte. 

The Skeleton Card adds a chance to stun 
enemies on each attack, and I happen to be 
investing heavily in attack speed, meaning my 
odds of stunning an enemy are quite high. 
More stuns = less heals = more MP for buffs. 
It’s perfect! 


Emboldened by this new drop, we head deeper 
into the cave, where the Undead Orcs await. 

It isn’t long before I begin panic pressing my new 
spell, random teleport, in order to flee from these 
unfathomably strong monsters. 

Orcs are no joke. 
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Unable to defeat the Orcs effectively, but 
unwilling to spend an eternity killing Skeletons 
over and over, I begin to look for a shortcut. 
Naturally, the best shortcut in life is money! 


Eventually, after much fighting, I hit level 50. 
This Acolyte has now become a Priest, and as 
the trial comes to an end, I open up a portal, 
warp back to the Abbey's gardens, and tell Asthe 
about my miraculous day. 

Magic Books are a cheap but effective weapon 
because everyone else hates using them, and a 
great book is on the market for cheap! 

It only costs 250k! Problem is, I only have 150k. 
Those are my life savings at this point... 

Coming across another 100k in my current state 
sounds like yet another grind to tackle. 


Though... there are downsides to becoming a 
Priest, chiefly that people who see me in town 
expect me to be able to help them with my 
Priestly powers. 

I'm sorry people, I don’t know how to do any of 
that stuff! All I know is kill. 

And then, my eyes catch sight of a message in Trigen : hi 
trade chat. Another player, fittingly roleplaying 
a Holy Father, is on the hunt for a rare item: 

a Pecopeco Egg Card. 


Trigen : can u give me lhe warp? 


Along my weird trip through Ragnarok Online, 
my off-meta playstyle garnered friendly 
comments, and my luck with Cards continued to 
propel me further in power than I had any right 
to be. 


The connections in my brain begin to form. It 
was only yesterday that I learned about the .01% 
chance for enemies to drop Cards. It was only 
the day before that I encountered a desert full 
of pointless enemies named “Pecopeco Egg”. 
It’s but a .01% chance... yet for the Father's offer 
of 4.4 million, I'll take a .01% chance! 


What I enjoyed more than anything, however, was 
the world. The locations stuck with me. 


We have the desert of Pecopeco Eggs. I trained 
there, | made money there, and later down the 
line, another drop from the Eggs (Empty Bottles) 
became useful as a way to store Holy Water. 
Pretty important as a Priest! 


I return to Morroc, step into the desert, smack 
a few eggs with my Chain, and there it is! 

A Pecopeco Egg Card! I must be working for 
the church of Lady Luck! 

In a rush, I head back to my starting point, 
Prontera, and meet with the Holy man to get 
my 4.4m. Suddenly, my shortcut has appeared! 


My home, the Abbey, was my base of operations. 
After becoming an Acolyte, there was little reason 
for me to visit, but I continued to stop by. 

Every now and then, I'd be taught about a missing 
saint, or overhear whispers of Gaebolg’s curse. 


Magical Books were a budget consideration, 
and now that I'm rich, budget is below me. 
Instead, I spend 3.7m on a Stunner, partner it 
with the Skeleton Card I got earlier, and buy a 
bunch of crit-enhancing armor to round out my 
build: Now I'm a fast-hitting, crit-landing, stun- 
inflicting DPS! 


Back to Payon cave, screw my Acolyte friend, I 
can tackle these Undead Orcs alone! 

Surprisingly, I actually can. I don’t instantly die! 
As you can imagine, I immediately pushed on past 
the Orc floor and delved deeper and deeper until 
I faced an enemy I couldn't defeat: a Sohee. 

Then I bought a Wind Book to counter it and 
pushed on even further! 
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Then there’s the city of Prontera, where I 
made my start. The markets were always busy. 
In one store, a player offered to babysit others’ 
pets. After talking to them, I learned about 
taming and befriended an undead. 

I even managed to tailor my outfit to match. 


And one morning, while walking through 
Prontera’s busy streets, | bumped into an NPC, 
no different from any other. 

But just like that, with no quest log and no plans, 
I had unknowingly triggered a quest about a 
cursed undead named King Tristan. 

King Tristan Gaebolg the Third. 


Whatever plans you may have in Ragnarok Online, 
they're not decided by a checklist. 

You could stumble into the wrong place and learn 
something invaluable there. 

You could happen upon a rare item that changes 
your goals entirely. 

You could transform your class into something 
unique. 

You could meet someone new. 


In a barebones MMO like this, you could really 
write your own story 
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// C-PIA WANTS YOU! 


Do you have any opinions, memories, or projects 
you'd like to highlight? Mail them in! 


@ 


| was never the kind of person to send mail to any of the 
magazines | read as a kid. 

My thoughts on games and shows were mostly negative, and the 
things | liked most were too niche for anyone else to care about. 
What magazine would print a page about New Roommania!? 


| wasn't the world's greatest artist, so sending them a drawing 
was a no-go. | wouldn't win a competition, so why participate? 


Now | sit here, writing my self-indulgent magazine, realizing that 
the spirit of a magazine isn't quite there without two things: 
industry updates and reader submissions. 

Opening up a copy of Dengeki G's or Animage, my eyes inevitably 
get stuck looking at fanart. 

| stare at the reader-based rankings and think "so that's what 
people like." 


There was a novelty to it, as if | was glancing at the beginning of 
the beyond, but this volume of C-pia! is little more than a dressed- 
up blog. 


So if you've been playing something that suits C-pia's style, tell us 
what it is. It doesn't have to be anymore complex than that! 


If you've got some short thoughts on a game, send ‘em in! 
Wanna write an article? Ask for a page or two! 

If you own some merch you're proud of, snap some pics and mail 
them over! 


Visual Novels are the main focus, of course, but anime, shmups, 
RPGs, simulators, rhythm games... anything on the fringes is 
welcome. 

Puyo Puyo has as much place here as Portopia and Phantasy Star, 
it's all old good stuff. 

Modding an older console? Tell us how it goes! 

Uploading a retro-focused video? Let us know! 
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Check out our website! 
C-pia.github.io 


Some formal instructions of how to send things in 
are given at our official website, so if you're the kind 
of person who needs some guidance before feeling 
confident in sending mail, we've got your back. 


Also, be sure to keep your submissions positive! 
We're not here too poo-poo on other industries, or 
modern games, or to fixate on whether things are 
overrated or overhated. 


We can like old things, we can like new things, and 
we can like a lot. Let's focus on the things we love! 


THANKS FOR READING! 


SOURCE PLEASE: Kyacchi22 


This issue of C-pia! Magazine was the sole creation 
of Takafumi Sakagami @ Kyacchi22. 


3 - Contents This magazine is made for free and given out for free. 
theo eam fous) If you'd like to support the creation of future issues, 
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